Aaron Marshall – Game Programmer and Game Designer
Phone - 805-864-6698 | Email - a.marshall@gamemarz.com | Location - Los Angeles, CA 

 Website - www.gamemarz.com | Linkedin - https://www.linkedin.com/in/aaron-marshall-gamemarz/
Summary - Passionate game programmer and designer with 9 years of experience on 13 different projects. Focused on developing, designing, testing, and maintaining video games and business software. Dedicated to being a leader by communicating, listening, documenting, planning, and working hard.
Experience - 
Game Programmer/Designer - Pure Imagination Studios | Los Angeles, CA | Jul 2018 - May 2019
   • Project - Alien: Descent in Unreal 4 for Android (Location Based Experience).
   • Tasks - Designed, programmed, and debugged the Queen Boss Scripts, AI BT, and Animation FSM.
   • Teamwork - Collaborated with the animators to get the Queen animations working with gameplay.
   • Leadership - Worked with the directors and producer to achieve the product vision. 

   • Extras - Designed, programmed, and debugged the Scripts, AI BT, and Animation FSM for a new project.
Lead Game Programmer/Designer - VRWERX | Los Angeles, CA | Oct 2016 - Dec 2017
   • Project - Paranormal Activity The Lost Soul in Unreal 4 for PC, PS4, PSVR, Rift and Vive.
   • Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
   • Teamwork - Collaborated with the artists to get the art working with gameplay.
   • Leadership - Worked with the directors and producer to achieve the product vision. 

   • Management - Created and assigned tasks for the junior programmer and the artists.
Lead Programmer - Streamline Studios | Kuala Lumpur, MY | Aug 2013 - Oct 2016
   • Projects - Final Fantasy 15 in Luminous Studio for PS4 and Streamframe for Web.
   • Tasks from Square Enix - Improved and polished Final Fantasy 15 for release.
   • Tasks - Designed, programmed, and debugged front end and back end features for Streamframe.
   • Teamwork - Collaborated with programmers on tasks and performed code reviews.
   • Leadership - Worked with other leads to ensure tasks were finished, and performed interviews.
UI/UX Programmer - Lukewarm Media | Las Vegas, NV | Aug 2012 - Jun 2013
   • Project - Primal Carnage in Unreal 3 for PC.
   • Tasks - Designed, programmed, and debugged most of the in game UI/UX and menu UI/UX.
   • Teamwork - Collaborated with programmers to fix gameplay bugs and create features.
   • Leadership - Spearheaded the UI/UX needs for this project, including multi-language support.
   • Extras - Did pre-production, prototyping, and Unreal 4 beta evaluation for the next project.
Consultant - Halon Entertainment | Los Angeles, CA | Apr 2011 - Jun 2011
   • Project - Game engine viability in Pre-vis using Unreal 3.
   • Tasks - Determined the viability of Unreal 3 in the pre-vis pipeline.
   • Tools - Built tools in Python for Maya and tools in Photoshop to improve those pipelines.
   • Teamwork - Worked with team members to understand the differences in the current pipeline.
   • Extras - Analyzed the artistic capabilities of Unreal 3, such as camera controls and rendering.
Game Programmer/Designer - GameDesk | Los Angeles, CA | Nov 2010 - Apr 2011
   • Project - Temperature Game in Game Maker for PC.
   • Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
   • Teamwork - Created tutorial documents for Game Maker to help teammates and students.
   • Teaching - Worked with teachers in developing a game programming math curriculum. 
   • Extras - Did prototyping for additional levels and gameplay mechanics.
Lead Game Programmer/Designer - Game Wizards | Los Angeles, CA | Jan 2011 - Sep 2011
   • Project - Ovarium The Battle Within in Unreal 3 for iOS.
   • Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
   • Teamwork - Facilitated the implementation of the team’s art, sound, and level design. 
   • Leadership -  Project co-lead who managed and collaborated with 3 team members.
   • Management - Created and assigned tasks for the artists, voice actor, and sound designer.
Lead Game Programmer/Designer - Game Wizards | Los Angeles, CA | Apr 2010 - Dec 2010
   • Project - Stack-A-Bull in Unreal 3 for PC.
   • Tasks - Designed, programmed, and debugged most of the scripted events, UI/UX, and gameplay.
   • Teamwork - Facilitated the implementation of the team’s art, sound, and level design. 
   • Leadership - Project Lead who managed and collaborated with 8 team members.
   • Management - Created and assigned tasks for the artists and sound designer.
Game Programmer/Designer - Game Wizards | Los Angeles, CA | Jan 2010 - Apr 2010
   • Project - Exodus in Unreal 3 for PC.
   • Tasks - Designed, programmed, and debugged most of the weapons, in game UI/UX, and menu UI/UX.
   • Teamwork - Worked with the project leads to ensure the weapons and UI/UX worked in the levels.
   • Leadership - Spearheaded the completion of the remaining programming tasks.
   • Extras - Added in the loading screens and packaged the game for distribution.
Software - Unreal 4, Unreal 3, Unity, Maya, Max, Zbrush, Photoshop, Illustrator, Flash
Languages - C++, C#, Blueprint, Kismet, HTML, Javascript, PHP, AS 2.0, AS 3.0, Python
Education - 2011 B.Sc in Game Art and Design at The Art Institute of California
